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REBECCA BOOTZ
ARTIST STATEMENT
Storytelling holds a powerful place in
human history. Through stories we share
knowledge, emotion, and entertainment.
Stories expand the minds of their audiences
by introducing people to places they have
never visited, characters they have never
met, and challenges they have not yet
encountered. The greatest stories have the
ability to transport their audience into a
separate realm, and I believe that
illustrations pair with this endeavor
spectacularly. Through my artwork I aim to
bring life to vibrant places and characters
that previously existed only in thought. I
hope to communicate the beauty, brilliance,
and timelessness of storytelling while
enriching the enjoyment of immersing
oneself in a story.

THE ROBOTANISTS

The goal for this series of pieces was to
create concept art for a set of robot-themed
terrariums geared towards children and
young adults. The terrariums are meant to
incorporate a love for nature with an
appreciation of science fiction and
technology. Each terrarium has its own
color, shape, and type of plant that it holds.
To better complete the brand of The
Robotanists, along with the three-quarter
views of the terrariums, I created turnarounds, a box design, and a logo that
changes depending on which robot it is
currently paired with.
I was inspired by the current trend of caring
for terrariums, and wanted to create a
nature-friendly depiction of technology,
where it appears that the robot both
supports and is supported by plants. I
looked to current toy design and children’s
cartoons for references on style, and
allowed the type of plant that each robot
would contain to influence its appearance.

THE ROBOTANISTS
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LUMINATURE

The intention for this set of illustrations was
to create another fun and functional item
for children to use. These pieces are designs
for camping lanterns that mimic the
appearance of sources of light that one
finds while enjoying nighttime outdoors, the
moon, a campfire, and a firefly. It follows on
the idea of encouraging children to interact
and connect with nature and the outdoors,
while bringing fun to the basic outdoor
lantern.
The inspiration for these pieces was similar
to the previous, with the added element of
the direct references of the moon,
campfires, and fireflies. I attempted to
soften the appearance of each item to make
them appear friendlier.

LUMINATURE
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SWANS

This piece began as a two-color, single block
woodcut print. The goal was to create an
effective, graphic image using limited color.
I intended the swans to be more of a design
element than a form of symbolism, and
focused on the arrangement of lines and
shapes. I then traced the different colors of
the woodcut print separately, scanned the
line work into Photoshop, edited colors and
minute details, and added text.
The final result is a band poster for the
contemporary band “Suuns”. The
trance-like, mellow sound of the band
served as an inspiration for the muted
colors and dream-like imagery. I was most
influenced by the poster artwork of John
Howard, whose band posters utilize thick
outlines colors with high contrast, leading
to exceptional legibility and clarity.
Oftentimes portions of his work resemble
woodcuts. His imagery is generally mind
bending, and the connection between his
art and the music of the band it is
representing is clear.

SWANS
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DREAM

This illustration is based off of a character
from a vivid dream. She was an armless
woman with coin-like eyes drifting through
a thick river, her hair melded into the water.
I wanted to treat the dream as if it was part
of a storybook, and this illustration would
serve as the introduction to the character.
The illustration began as a simple pencil
sketch of the woman, which I then traced
with ink and scanned into Photoshop. I
added patterns in Photoshop and edited
colors digitally.
I was most inspired by the work of Kay
Nielsen and Victo Ngai, and some of the
work of Gustav Klimt. The flat nature and
simplified, elongated figures of Nielsen’s
storybook illustrations inspired the vertical
quality of the piece, while the colored line
work and carefully designed compositions
of Victo Ngai’s art influenced the overall
style of my piece. The delicate trees in the
background were inspired by Nielsen’s
whimsical and ornate fairy tale foliage. The
soft, molten-like nature of Gustav Klimt’s
mermaids – faces floating in cocoons of hair
– most likely inspired the character in the
dream, and thoughts of his images helped
me bring the character into realization.

DREAM
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LUCID: AN ANIMATION &
ANIMATION STILL: SHADOW
This image returns to the dream of the
armless woman, and introduces the second
character from the dream, a horned
shadow. I created an animation in Photshop
based on these two figures and their
journey through a few different dream
settings. In this scene the shadow walks
through a simplified courtyard, passing by
intricate archways and delicate trees.
My primary inspirations for the animation
were once again the fairy tale illustrations of
Kay Nielsen and the paintings of Gustav
Klimt, with the addition of the silhouette
animation of Lotte Reineger. The fluidity in
the appearance of Klimt’s mermaids
influenced the movement of the characters,
while the detailed style of Nielsen’s patterns
and backgrounds influenced the archways
and trees. Reineger’s simplified shapes and
gray scale imagery inspired the tone of the
overall animation.

LUCID & SHADOW
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HOME

This piece was based on a podcast from This
American Life titled “No Place Like Home”. I
interpreted the podcast to have the general
theme of where you are from follows you,
whether you would like it to or not. The
excerpt on the website of This American Life
describes summarizes the podcast in this
manner: “There are lots of ways we define
where we're from. And whether we're proud
of it, or ashamed of it, love it, hate it, miss it
or are trying desperately to get back to
it — where we're from is always a big part of
who we are. This week, stories of people
who are, in good ways and bad ways,
coming to terms with the places they call
home”.
The imagery was inspired by the artwork of
Daniel Danger, who uses black line and
stark silhouettes on vivid monochromatic
backgrounds. His results are remarkably
atmospheric. I intended the silhouetted
figure in my piece to represent the passage
of time, ripping the surface of the land from
behind him as a way to demonstrate the
uprooting of people from their homes. The
idea was that your previous home stays with
you, affecting your life at times negatively.
When you are dragging these thoughts with
you, your new location never truly becomes
home.

This American Life, Podcast 520: No Place Like Home. March 14, 2014.
http://www.thisamericanlife.org/radio-archives/episode/520/no-place-like-home

HOME
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THE GOLDEN-HEADED FISH

This piece began as an exploration of digital
media and how it can be effectively
combined with traditional sketches. The
image is my interpretation of part of a fairy
tale called “The Golden-Headed Fish”, where
a magical wish-granting golden fish is about
to be released back into the sea. This was
my first exploration with
incorporating line work and flat colors in a
digital format. I began with a sketch,
transferred it into Photoshop and added
color and texture. This has now become the
process for the majority of my current
pieces.
This was also the first piece in which I found
inspiration from the work of Victo Ngai. Her
decorative and descriptive line work
influenced my own. The detailed patterning
and deep blue hues of ancient Egyptian
pottery also inspired me, as the fairy tale
was set in part in Egypt. I attempted to
incorporate these elements into the bowl.

THE GOLDEN-HEADED FISH
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THE GOLDEN-HEADED FISH:
AN ANIMATION
I imagine this animation as being the
introductory page to the story
"The Golden-Headed Fish". The story would
appear in a collection of fairy tales on an
e-reader or tablet. I wanted to create
artwork designed for books that are viewed
in a digital setting, and thought that a short
animation would add another dimension to
the storytelling and reading process. With
the increase in use of tablets and e-readers,
I hope that the use of digital illustrations
and animations alongside digital books will
become more frequent.
I found inspiration for this piece in the
popularity of animated gifts across social
media platforms. I created my animation so
that it can continue in an infinite loop, the
end of the animation leaving off exactly
where it starts. I think that animations used
alongside digital books will help immerse
readers in the content of the story and
further their enjoyment of reading.

THE GOLDEN-HEADED FISH: THE ANIMATION
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THE GLASS COFFIN:
FIGHT
This illustration is based off of a Grimm fairy
tale titled “The Glass Coffin”. It is a depiction
of a fight scene between a sorcerer who
transformed himself into a bull and the
human whom he transformed into a stag.
The greatest challenge with this piece was
learning the way animals move in order to
create plausible poses, as well as combining
relatively flat monochromatic color with an
elaborate ink drawing. I began this piece
with inked line work on a painted acrylic
background. I edited the colors, contrast,
and placement of figures in Photoshop.
My inspiration for this piece was the work
of Golden Age illustrator Arthur Rackham.
Rackham’s prominent and detailed line work
over colored backgrounds influenced the
structure of the piece, while I opted for
brighter colors and a more simplified,
graphic background.

THE GLASS COFFIN: FIGHT
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THE GLASS COFFIN:
CATHEDRAL
This illustration is also based on the Grimm
fairy tale “The Glass Coffin” and is a concept
art sketch for a setting within the story. The
main character is lowered into a massive,
underground, cathedral-like space by way
of a giant stone pillar. In the space he
discovers two great glass encasements, a
coffin and a glass chest. The glass chest is
depicted in the background of the piece.
For this piece I found inspiration in the
illustrations of Golden Age illustrators
Arthur Rackham and Kay Nielsen. The basis
of Rackham’s work was often a rich
underlying roughly textured drawing.
I allowed the line work and values of this
piece to remain relatively rough and
textured, and while I created a space that
adheres more to traditional perspective
rules than the pieces of Rackham and
Nielsen, I attempted to maintain a similar
sense of whimsy and fantasy in the style of
the tree columns and vaulted stone ceiling.

THE GLASS COFFIN: CATHEDRAL
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THE GLASS COFFIN:
SORCERER
This is the final piece based on the fairy tale
“The Glass Coffin”. The sorcerer is placing a
silencing spell on the young woman while
she sleeps, so that when she wakes up she
cannot speak, and he reveals his plot to her
in hopes of having her join in his efforts.
The illustration was created by means of
what has become my usual workflow,
beginning with a sketch, moving onto an
inked drawing, and finishing with digital
color and texture.
My influence for this piece was once again
the whimsical works of Kay Nielsen. I
incorporated colored line work and pattern
over relatively flat shapes in a
forced-perspective environment.

THE GLASS COFFIN: SORCERER
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